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In recent years, the notion of smart cities has become the
focus of a growing body of research. To date, much of this
attention has revolved around the technical aspect, with re-
lated concerns including the creation and implementation
of suitable smart city technologies. What is notably missing
from these discussions, however, is a consideration of the
lived experience of supposedly ’smart spaces’ and the ex-
tent to which physical and digital environments are currently
producing new forms of play and playfulness that can be
contextualized within this field. With this in mind, the pur-
pose of our workshop is as follows. First, to provide a plat-
form for researchers and practitioners to engage with these
issues that often remain hidden when discussions solely
focus on technology. Second, to develop a draft research
agenda for challenges that will serve as a primer for future
studies examining the topic.
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Introduction and Motivation
Smart cities have been be described as ’places where in-
formation technology is combined with infrastructure, archi-
tecture, everyday objects, and even our bodies to address
social, economic, and environmental problems’ [10]. In re-
cent years, this notion of smart cities has become the focus
of a growing body of research. An important part of this de-
velopment has been digital technologies embedded with
the global positioning system (GPS). These technologies,
and the data they produce, have enabled new forms of ur-
ban analysis, urban planning, and the production of more
efficient spaces [5]. Locative data, for instance, is regularly
used to determine the severity of traffic and predict the ar-
rival of mass transit vehicles, just as it has become pivotal
to ridesharing services and the mobile technologies under-
pinning these applications [2] . locative technologies can
also be used to better understand human mobilities, moni-
tor crowds during large gatherings, and theorise the spatial
behaviours of tourists [1]. At the same time, GPS enabled
smartphones have led to the development of locative me-
dia, location-based social networks (LBSN), and emerging
forms of pervasive play [7]. In all of these instances, then,
digital technologies are increasingly part of our daily lives,
just as these technologies are progressively providing the
provision for both ’smarter’ and more playful spaces.
While this might be the case, "[in] the rush to create so-
called ’smart cities’ ... much of the attention has been on
how to technically create and implement suitable smart city
technology" [6]. What is notably missing from these dis-
cussions, therefore, is a deeper engagement with the lived
experience of supposedly ’smart spaces’ that explores the
extent to which these physical and digital environments are
currently producing new forms of play and playfulness that
can be contextualised within this field [9].
It is our contention that the lived experience of smart cities
enable both explicit and implicit forms of play. Locative
games like Pokèmon GO, for example, explicitly allow users
to playfully interact with their environment; forging new so-
cial connections, and altering how users feel about them-
selves and their environment. At the same time, digital
technologies configure new approaches to space and place
that are comparably playful, but not necessarily planned for.
Certainly, the social value of emerging ridesharing services
go beyond questions of mobility, permitting novel notions of
transportation that potentially provide more poetic ways of
traversing the urban environment[4]. Similarly, online hos-
pitality services, such as Airbnb, challenge how short-term
accommodation is understood; moving towards a mode of
inhabitancy that is perhaps more lived, fluid, and experi-
ential than hotels. However, recent reports have demon-
strated that not everyone gets to partake in these services.
Numerous stories have emerged about Airbnb, and indi-
viduals canceling reservations because of the race of their
occupants. Even games like Pokèmon GO have proved
problematic, with some players expressing concerns about
their safety based on their ethnicity, gender, age, and other
factors, which can limit their ability to play and can lead to
feelings of exclusion [3].
Whether explicit or implicit, then, smart cities are evidently
producing both planned and unplanned forms of play that
are not immediately accounted for in the context of ’effi-
ciency’, but are important for researchers within the field
nonetheless. Only by addressing the lived experience of
smart cities can we reveal how these spaces are playfully
experienced and the impact this can have on both players
and society. Importantly, these experiences often remain
hidden when discussions solely focus on technology.
Goals, scope, and topics
The overarching principle of our workshop is to provide a
platform to exchange information and experiences, to stim-
ulate discussion, and to explore issues that attend to (1)
explicit and implicit forms of play facilitated by the smart city,
and (2) how lived experiences of the smart city are currently
changing, creating new playful possibilities, as well as mo-
ments of resistance, while revealing socio-cultural problems
of participation that transcend the technological aspect and
often remain hidden from related discussions.
Our main objectives are as follows. First, to articulate a
set of specific research challenges around this topic. Sec-
ond, to produce a draft research agenda that will serve as
a primer for future studies examining the topic. Third, to
formalize a set of short and long term objectives that will
deliver on this agenda.
We aim to solicit involvement from multiple disciplines, in-
cluding, but not limited to, computer science, information
science, media studies, sociology, geography. It is our con-
tention that a plurality of voices will add meaningful con-
tours to the varied challenges that currently surround this
subject area.
For the workshop we will solicit different types of contribu-
tions including research papers, position papers, commen-
taries, critiques, and demonstrations under the following
broad themes:
• The changing perceptions of smart cities in the con-
text of human experience.
• Emerging smart city technologies, such Augmented
Reality (AR) and Virtual reality (VR), 5g, wearable
technologies and locative media, and their impact on
the lived experience.
• Emerging locative applications and new forms of per-
vasive play.
• Ridesharing, novel mobilities, and emerging forms of
ambulation.
• Laissez faire versus planned play in the city
• Techno-socio-cultural problems of participation that
often remain hidden from discussions of smart cities.
• Methods for researching implicit and explicit form of
play in a smart city context.
• Related ethical implications for designers and players
of smart city play experiences.
With the help of an international program committee, we will
select submissions based on a number of criteria, including
originality or controversy of the paper, the complementary
nature of the authors’ research background, and the quality
of the authors’ previous work related to the workshop topic.
Pre-workshop plans
Research relating to smart cities and surrounding notions
of play has appeared in various HCI conferences such as
CHI, MobileHCI, CHIplay, and UbiComp. We therefore in-
tend to spread our call for participation (see page 8) across
these communities. We will do so through appropriate mail-
ing lists, and social media channels, such as Twitter and
Facebook. Also, the call for participation and materials (e.g.
accepted papers, bio of participants) that are related to
the workshop will be posted to the workshopâĂŹs website,
which is described in more detail below.
With respect to involving practitioners in this workshop, we
will draw upon our connections with developers at organiza-
tions such as Microsoft, Google, and Niantic Labs, several
of whom regularly attend CHI.
Further, to engage with participants that do not traditionally
attend HCI conferences we will leverage our contacts and
invite developers, digital media organizations, memory in-
stitutions, policy makers, designers, and others who may be
interested.
Based on previous experiences, we will have between 15 to
20 attendees with multidisciplinary backgrounds participat-
ing in the workshop.
Once we have a list of accepted submissions, we will add
them to the website. To better understand each participant’s
work, we ask them to upload a brief bio and profile picture,
alongside their goals, interests, and a blurb detailing their
work to the website. In addition, for effective communication
with the participants we will invite them to an existing work
space on Slack (https://citiesatplay.slack.com).
Workshop structure
The first part of the workshop will involve participants pre-
senting their projects, research, and concomitant posi-
tionss. Presentations will last approximately 5 minute and
will adopt the Pecha Kucha format. Depending on the num-
ber of submissions, we plan to have between 2 and 4 the-
matically grouped presentation sessions in the morning.
Each round will conclude with a short wrap-up discussion
that seeks a common ground for afternoon discussions.
The morning session will also allow time for invited talks by
selected experts from research communities and industry.
After a coffee break, demo sessions will take place. Here,
participants will present different prototypes including sketches,
case studies, and implementations.
The morning session will conclude with a joint lunch. This
will allow participants the space to informally discuss their
respective presentations, projects and positions in a relaxed
atmosphere.
The second part of the workshop will involve a specula-
tive design session, in which groups of 3 to 5 participants
will work on specific ideas for future inclusive playful smart
cities. To support creativity and originality we will use 2
playful and aleatory methods: (1) ’the thing from the fu-
ture’ method [8] and (2) Mark Wetzel’s ideation cards for
designing Mixed Reality Games [11].
After a coffee break, each group will pitch their project, and
discuss the potential impact of each concept. This will lead
into a larger group discussion about relevant ideas, con-
cepts, and issues.
As a final activity, we will plan the next steps in a brain-
storming session based on the agenda developed during
the workshop. The workshop will then conclude with a brief
summary of discussions.
Following the workshop, we will hold a joint dinner to pro-
vide participants with the space to further socialize and
continue discussions and networking.
A summary of the preliminary workshop schedule is pre-
sented below.
09:00 - 09:15 Opening and Introductions 15 min.
09:15 - 10:45 Participants’ Presentations 90 min.
10:45 - 11:15 Coffee break 30 min.
11:15 - 12:00 Demos and hands-on experiences 45 min
12:00 - 13:30 Lunch 90 min
13:30 - 15:00 Group work 90 min
15:00 - 15:30 Coffee break 30 min
15:30 - 16:30 Group results 60 min
16:30 - 17:30 Future work agenda 60 min
17:30 - 17:45 Workshop wrap-up and closing 15 min
Postworkshop plans
After the workshop, we will:
• Summarize the outcomes and share them with all
presented materials on our website.
• Submit a research paper distilling research-specific
content from the workshop in a journal or conference.
• Invite the participants to collaborate on a special jour-
nal issue on the topic of the workshop.
We will also use this workshop as a touching point for the
HCI urban play community. We plan on doing the following:
• Continue to grow our website with examples from the
work of the participants and by continually adding
resources (designs, etc.).
• Continue our discussion and communication with
the workshop participants through the Cities at Play
Slack channel and the location-based games mailing
list we recently established - https://www.jiscmail.ac.uk/
LOCATIONBASEDGAMES.
• Use the insights gained from this workshop to inform
the design of other activities (e.g. panel, dagstuhl
type seminar, etc.) at other venues and conferences
to foster further collaboration, enlarge the community,
and progress the topic of urban play in the context of
smart cities.
Website
The workshop’s website can be found at https://smartcitiesatplay.
wordpress.com. Currently, the website contains the call for
papers and information about the organizers of the work-
shop. We will primarily use the website to (1) advertise the
workshop, communicate information to the participants, and
host information about the participants, and (2) disseminate
the workshop outcomes, including all presented materials.
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Professor at the School of Interactive Games and Media of
Rochester Institute of Technology. Dr. Papangelis did his
M.Sc, in Human-Computer Interaction at Lancaster Uni-
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the Web Science Institute at the University of Southamp-
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(BSA) Digital Sociology Study Group. His research exam-
ines digital media technologies and digital cultures along
two interconnected lines of enquiry. First, he is interested in
the physical, spatial and social consequences of emerging
mobile media in urban environments. He is particularly in-
terested in the role locative applications might play in place-
making practices and perceptions of urban space. Second,
he is fascinated by the broader impact digital media tech-
nologies are having on society. More specifically, he spe-
cialises in theories of digitality, often focusing on locative
applications, their role in place-making practices and the
mediation of daily life. He is co-author of Location-Based
Social Media, Space, Time and Identity (Palgrave Macmil-
lan, 2017) and co-editor of Smart Cities at Play: Technology
and Emerging Forms of Playfulness (Smart City Series of
Elsevier; forthcoming). His research has been published
in journals including, New Media and Society, Media Cul-
ture and Society, Mobile Media Communications, and First
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and the presentation of the self, as well as smart cities and
new forms of playful engagement. He has presented his
work at numerous conferences, including the International
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sociation (BSA), and the Media, Communication and Cul-
tural Studies Association (MeCCSA). He has also been in-
vited to present his research at a number of industry-focued
events.
Catherine Jones Dr Jones is a Researcher at the Univer-
sity of Luxembourg. Her interests focus on mixed methods
geographer/GIS with expertise in social and urban change
with a desire to understand the lived city and to develop
tools that aid public understanding. She is a fellow of the
Royal Geographical Society (RGS). Her expertise includes:
(1) modelling health inequalities by developing geodemo-
graphic measures (2) To understand past city landscapes
she has developed different geovisualization tools for explo-
ration of multimedia data (including Instagram posts, histor-
ical records etc) using HCI practices to develop novel web
and AR mobile Apps and (3) the use of geolocated games
for cultural heritage access and the role of the city as a
playground. She uses qualitative and quantitative meth-
ods to evaluate geographic and historic thinking processes
to explore interactions between people, places and the lived
city. She is published in journals including: Transactions In
Human Geography, International journal of Geographical
Information Systems, Urban Morphology and CHI.
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and Director of the GAMER (GAME Research) Group at the
University of Washington Information School. She holds
an M.S. (2002) and a Ph.D. (2008) from the University of
Illinois at Urbana-Champaign. Her research focuses on
exploring new ideas and approaches for organizing and
providing access to music, multimedia, and interactive me-
dia, understanding user behavior related to the creation
and consumption of these media, and using these media
for informal learning in venues such as libraries and muse-
ums. Recently, her research has focused on investigating
the impact of location-based augmented reality games and
virtual reality games to player behavior, in particular, group
behavior, intergenerational joint media engagement, and
learning. Her work was published in venues across multi-
ple domains, such as Journal of the American Society for
Information Science and Technology, Journal of Documen-
tation, Journal of Intelligent Information Systems, Games
and Culture, Information Research, and conferences such
as ACM Conference on Human Factors in Computing Sys-
tems, International Society for Music Information Retrieval,
iConference, International Conference on Computer Sup-
ported Collaborative Learning, and ACM/IEEE Joint Confer-
ence on Digital Libraries. Her research has been funded by
the Institute of Museum and Library Services, Washington
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for Library and Information Science Education, Korea Elec-
tronics Technology Institute, and Epic Games. She serves
on the Editorial Board of the Journal of the Association for
Information Science and Technology, and Transactions of
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Smart Cities at Play: Lived Experiences, Emerging Forms of Playfulness, and Problems of Participation
Call for Participation
Smart cities can be described as places where physical environments are combined with information technology to rectify socio-
economic and environmental issues. While this might be the case, for the most part scholarly attention has focused on the tech-
nologies used to construct these environments. What is missing from these discussions is a deeper engagement with the lived
experience of ’smart spaces’, and the extent to which the confluence of the physical and digital is currently configuring new ex-
plicit and/or implicit forms of play. To this end, our workshop will explore how experiences of the city might be changing as a
result of new technological practices that are currently creating both explicit and implicit playful possibilities, as well as moments
of resistance that reveal socio-cultural problems of participation.
We invite researchers and practitioners from all related disciplines to contribute 4 to 6 page papers that reflect on the following
topics:
• The changing perceptions of smart cities in the context of human experience.
• Emerging smart city technologies, such AugmentedReality (AR) and Virtual reality (VR), 5g, wearable technologies and
locative media, and their impact onthe lived experience.
• Emerging locative applications and new forms of pervasive play.
• Ridesharing, novel mobilities, and emerging forms of ambulation
• Laissez faire versus planned play in the city
• Techno-socio-cultural problems of participation that often remain hidden from discussions of smart cities.
• Methods for researching implicit and explicit forms of play in a smart city context.
• Related ethical implications for designers and playersof smart city play experiences.
Aside from papers, we invite demonstrations of prototypes and completed projects.
Please submit your paper through the EasyChair chair system: https://easychair.org/conferences/?conf=cap2020.
We will select submissions based on a number of criteria. This includes originality or controversy of the paper, the complemen-
tary nature of the authors’ research background, and the quality of the authors’ previous work related to the workshop topic.
At least one author of each accepted paper must attend the workshop and all workshop participants must register not only for
the workshop but also for at least one day of the conference.
For more information about the workshop either visit https://smartcitiesatplay.wordpress.com or email the organizers at Kpapange-
lis@me.com (CC Michael.Saker@city.ac.uk, Catherine.Jones@uni.lu, jinhalee@uw.edu)
